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l. introduction 


Public Domain Role-Playing Game! helps storytellers work together. Players roll 2d20 to determine the 
"High Roller" who creates fictional conflicts for characters acted out by everyone else. Pencil, paper and 
two sets of polyhedral dice” per player are recommended. 


2. character traits 


Features a character can use in conflicts. 


Examples: 
slaying & spelunking 
trait name skills 
STR Strength Brawn, Might, Force, Power 
CON Constitution Grit, Resistance, Physique 
DEX Dexterity Movement, Sneak, Nimbleness 
FAE Fate Destiny, Fortune, Providence 
WIS Wisdom Spot, Listen, Will, Intuition 
INT Intelligence Lore, Memorization, Logic, Reason 
CHA Charisma Influence, Charm, Seduction 
s.e.a.l.p.i.c. 
trait name skills 
STR Strength Muscle, Carry, Push, Pull, Bash 
END Endurance Fortitude, Toughness, Resilience 
AGL Agility Stealth, Speed, Initiative, Quick-Draw 
LCK Luck Gambling, Chance, Probability 
PER Perception Senses, Tracking, Notice, Intuition 
INT Intelligence Memory, Concentration, Knowledge 
CHA Charisma Deception, Persuasion, Intimidation 
minimal easy rolling 
trait name skills 
MGT Might Strength, Endurance, Muscle 
EXP Experience Knowledge, Wisdom, Intelligence 
RFX Reflex Speed, Agility, Dexterity 


' stylized as "pdrpg" 
? 1d20, 1d12, 2d10, 1d8, 1d6, 1d4 


2.1. dice 


Assign one die? per trait with higher maximums representing greater importance. 


3. action 


Players take action by describing’ what a character is attempting. 


3.1. conflict 


Non-trivial actions create conflicts to resolve with die rolls. High Roller may set a threshold’ to be met or 
beat for character success. Each player may only roll one® die per conflict. Highest roll succeeds’ and may 
take an additional action. Any total roll over forty automatically fails. 


difficulty | threshold 
Easy 1-10 
Tricky 11-20 
Hard 21-30 
Wicked 31-40 


3.1.1. collaboration 


After an action is declared, other characters may take supporting actions to add dice® to the conflict. 


3.1.2. damage 


Deal physical or mental damage” to whoever fails a conflict equal to player!? roll. Players fail a conflict if 
the total roll is lower than the damage of the most damaged character involved. 


Critical Hit: If the max value of 40 is rolled in a conflict, multiply by the number of dice rolled. 


3.1.3. item 


Substitute for a trait in a conflict and to receive damage. Broken upon damage exceeding maximum roll. 


item | die | description 
Pole d10 10" length 


3.1.4. notch 


Record a notch upon rolling the minimum value of a die. Spend one notch to add one die to a conflict. 


3.1.4.1. level 


Spend notches equal to level to earn!! it for a character or item. Add a die’? of corresponding” level to the 
dice pool! of an item! or trait. Any die earned may be substituted for a die of lower value. 


3 1d4, 1d6, 1d8, 1d10, 1d10, 1d12, 1d20 


4 Examples: "step on a crunchy leaf" "wait an hour 


"n 


meditate for forty days" 

5 Opposing forces competing in physical or mental contests may roll against each other 
6 Without spending notches 

7 Situations remain the same as before when rolling a tie 

8 Each collaborating player may add one die to a conflict without spending a notch 

? Mortals may withstand 40 damage before death or madness 

10 Players only take/deal damage equal to what they rolled & not what High Roller rolls 
11 Levels must be earned in sequential order 

12 Level one gives 1d4 then increases each level to d6, d8, d10, d10, d12, d20...(loop) 

13 See "Level Achieved/Die" chart 

14 Maximum roll of any trait or item may not exceed 40 


15 Ttems have a level independent of character 


level achieved die 
Ist | 8th | 15th | 22nd | 29th | 36th | 43rd | 50th | 57th | 64th | 71st | 78th | 85th |92nd | 99th | 106th} d4 
2nd} 9th | 16th | 23rd | 30th | 37th | 44th | Sist | 58th | 65th | 72nd | 79th | 86th | 93rd | 100th | 107th} d6 
3rd | 10th | 17th | 24th | 31st | 38th | 45th | 52nd | 59th | 66th | 73rd | 80th | 87th | 94th | 101st | 108th] d8 
4th | 11th | 18th | 25th | 32nd} 39th | 46th | 53rd | 60th | 67th | 74th | 81st | 88th | 95th | 102nd | 109th} d10 
Sth | 12th | 19th | 26th | 33rd | 40th | 47th | 54th | 61st | 68th | 75th | 82nd | 89th | 96th | 103rd | 110th | d10 
6th | 13th | 20th | 27th | 34th | 41st | 48th | 55th | 62nd | 69th | 76th | 83th | 90th | 97th | 104th | 111th] d12 
7th | 14th | 21st | 28th | 35th | 42nd | 49th | 56th | 63rd | 70th | 77th | 84th | 91st | 98th | 105th | 112th | d20 
d8 
4.level progression arrays d8 +d8 +d8 +d8 +d8 
d20 d8 +d8 +d8 +d8 +d4+d4 
420 + d20 d8 +d8 +d8 +d6 +d6+d4 
d20 4 d12 4+ d8 d8 +d8 +d8 +d4 + d4 + d4 + d4 
d20 4 d12 + d4 4 d4 d8 +d8 +d6 +d6 + d6 + d6 
d20 + d10 + d10 d8 +d8 +d6 +d6 + d4 + d4 + d4 
d20+d10+d6 4 d4 d8 +d8 +d4 +d4 + d4 + d4 + d4 + d4 
d20+d8 +d8 4 d4 d8 +d6 +d6 +d6 + d6 + d4 + d4 
d204d8 +d6 4 d6 d8 +d6 +d6 + d4 + d4 + d4 + d4 + d4 
d204d6 4+d6 + d4 4 d4 d8 +d4 +d4 + d4 + d4 + d4 + d4 + d4 + d4 
d20+d4 +d4 + d4 + d4 + d4 16 
d12 d6 +d6 +d6 +d6 +d6+d6+d4 
di2+dl2+d124d4 d6 +d6 +d6 +d6 + d4 + d4 + d4 + d4 
di2+dl2+dl04d6 d6 +d6 +d4 +d4 + d4 + d4 + d4 + d4 + d4 
d12 + d10 + d10 + d8 J4 


d12+d10+d8 +d6 + d4 


d12+d10+d6 +d6 + d6 


d12+d8 +d8 +d8 + d4 


d12+d8 +d8 +d6 + d6 


d12+d8 +d6 +d6 + d4 + d4 


d12+d6 +d6 +d6 + d6 + d4 


d12+d6 +d6 +d4 + d4 + d4 + d4 


di2+d4 +d4 +d4 + d4 + d4 + d4 + d4 


d10 


d10+d10+d10+d10 


d10+d10+d10+d6 + d4 


di0+d10+d8 +d8 +d4 


dl0+d10+d8 +d4 +d4+d4 


dl0+d10+d6 +d6 +d4+d4 


dl0+d8 +d8 +d8 +d6 


dl0+d8 +d8 +d6 +d4+d4 


dl0+d8 +d6 +d4 +d4+d4+d4 


dl0+d6 +d4 +d4 +d4+d4+d4+d4 


d4 + d4 + d4 + d4 + d4 + d4 + d4 + d4 + d4 + d4 


5. notice 


I voluntarily dedicate this work into the Public Do- 
main to encourage new creations. 
Artists may: 


for any purpose. 


for any purpose, and without credit. 


Use this notice in your own work. 


Use this work without restriction and for any 
purpose. 
Create copies to be shared without limit and 


Create derivative works without restriction, 


